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WARNING: READ BEFORE USING YOUR PLAY STATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 
a a ee ee 
-A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain pattems 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions— IMMEDIATELY 
discontinue use and consult your physician before resuming play. 
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WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 

e This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this compact disc clean. Always hold the disc by the edges and 

keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 

Never use solvents or abrasive cleaners. 


MLB™ 2005 Tips and Hints 
Consumer Service/Technical Support Line 1-800-345-7669 


Call this number for technical support, installation or general questions 
regarding PlayStation®2 and its peripherals. Representatives are available 
Monday — Saturday 6AM — 8PM and Sunday 7AM - 6:30PM Pacific Standard Time. 


Game Hint Guide Information 


PlayStation Underground Game Guides 
For free hints and tips visit us at www.us.playstation.com 


Sign up and become a member of the PlayStation Underground and access free hints, 
tips, and cool moves for games produced by Sony Computer Entertainment America. 


No hints will be given on our Consumer Service/Technical Support Line. 
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Getting Started 


MEMORY CARD slot 2 
MEMORY CARD siot 1 
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disc tray 


RESET button 


OPEN button 


USB connector 


controller port 1 —————————— 
controller port 2 


Set up your PlayStatione2 computer 
entertainment system according to 
the instructions in its Instruction 
Manual. Make sure the MAIN 
POWER switch (located on the 
back of the console) is turned on. 
Press the RESET button. When the 
power indicator lights up, press the 
open button and the disc tray will 
open. Place the MLB™ 2005 disc 


MEMORY CARD (8MB)(PlayStation 2) 
@ Saving Data 


You must insert your MEMORY 
CARD before you save or load a file. 
MLB 2005 saves user-defined 
options and all data for Franchises, 
Careers, Seasons, Playoffs, Rosters, 
and Created Players. 469KB of 
memory must be available in order 
to save game data. If you don’t use a 
MEMORY CARD, all MLB 2005 data 
will be lost when you turn OFF your 
PlayStation 2 console. 


Altering Your Card 

The MEMORY CARD is used to load, 
save, and delete files. Before starting 
an MLB 2005 game, using the Load 


on the disc tray with the label side 
facing up. Press the OPEN button 
again and the disc tray will close. 
Attach game controllers and other 
peripherals, as appropriate. Follow 
on-screen instructions and refer to 
this manual for information on using 
the software. 


option from the Main Menu, you can 
load a saved file from your MEMORY 
CARD. At this time, you can load data 
from any game format that’s been 
previously saved. 


Loading a File 
* Select Load Game and press @. 
*/ 4% tochoose MEMORY CARD slot 1 


or 2. If a MEMORY CARD is loaded in a slot 


when the slot is chosen, the MEMORY 


CARD will be accessed and all files on it will 


be shown. 


© t/ ¥ to select a file to load, then press @. 


« Press @% to confirm the load or press @ to 
cancel. Once the file is loaded, select a 
game mode and begin your game setup. 
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DUALSHOCK’2 ANALOG CONTROLLER CONFIGURATIONS 


L2 button R2 button 
L1 button R1 button 
directional 
buttons 


A. button 
left analog stick © button 
(L3 button when pushed down) 

SELECT button button 
ANALOG mode switch C1 button 
START button 


right analog stick 
(R3 button when pushed down) 


@ Deleting a File 

From a MEMORY CARD save or load 

screen, you can delete any of the files 

on a card. 

¢ @/= to choose MEMORY CARD 
slot 1 or 2. If a MEMORY CARD is 
loaded in a slot when the slot is 
chosen, the MEMORY CARD will be 
accessed and all files on it will be 


® Saving a File 

¢ Select Save from any menu and 
press @. 

¢ @/= to choose MEMORY CARD 
slot 1 or 2. If a MEMORY CARD is 
loaded in a slot when the slot is 
chosen, the MEMORY CARD will 
be accessed and all files on it will 
be shown. 


°t/ $ to select an empty slot on 
the MEMORY CARD, then press &% 
to activate the on-screen keyboard 
to create a file name. 

* When complete, press © to enter 
the file name and save it. 


shown. 

* t/ ¥ to select a file on the 
MEMORY CARD, then press © to 
start the delete. 

* Press @& to confirm the delete or 
press ® to cancel. 
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Game Controls 
Left Analog Stick 


Use the Left Analog Stick to control any aspect of the game where you would 
use = /—//49 
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In the Field - Defensive Fielder without the Ball 


Left Analog Stick................Player Movement 
GEER... cece ccccccccecceecees DIVE 
GBR... oo... oe ee ee eee eeeeee witch to Closest Player 


In the Field - Defensive Fielder with the Ball 


WP veep higdesvisocguavetaneccds MLOW tO 1B 
secassiisnee cv civ asioicsevecesiceo LOW LOL 
slelsie siele'eisiotisieiseecesciss seeccooc OW LOOD 
aelecisiecie sds caisedeiccente see sel MO MOMG 
wceccsesecccccsceccovce -.-.- hrow to Relay Man 


g 


Note: At any time during the game, press Br to pause the game. 
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Pitching - Pitcher before the Set 


cccccccccccccccccccscsccceees celect Pitch Type 1 
Seeccncccces seccccccecceceees elect Pitch Type 2 
scccccccccccccccccccccccseees Select Pitch Type 3 
occcccccccccvcceccccccccseess elect Pitch Type 4 
eccccccccccccccccccvesesees elect Pitch Type 5 
se vccccccccccccecccceceeses Select Pitch Type 6 
Mh. cccecccccccecccceseseseeInfield Positioning 


Msc cccecececesccccececeeess Outfield Positioning 
oc ecccccccccccecccccecscsceePitcher/Batter Status 


Pitching - Pitcher after the Set (after pitch selection) 


© 2... ccceccccscccccceeeeseeesPickoff Move to 1B 

® 2... ccccccccesccccceeeeseeesPiCckoff Move to 2B 

@ ......cceccesssccccceeeeseseePickoff Move to 3B 

Left Analog Stick..............-Position Ball in the Strike Zone 
ODS ivacccaesydidcetupedestpa pee iven tall 

ME + GD... 2. ceeeeeeeeeeeePitch Out 

WEB ............ seccccccceceeesInfield Positioning 

WER ... 2.0.2... eee ceeeeeeeeee Outfield Positioning 


ee 
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' At the Plate - Batting in Rookie Mode 


Osa .+seeee Swing (timing based) 


aye Analog Stick f/ ¥,.. Influence Fly Ball / Ground Ball 
M (Hold to override pitch), | Guess Pitch 
© UCI oar sussikoaisecae Bunt 


At the Plate - Batting in Veteran Mode 


oc ecccccccccccccece eeccececeee OWING 

Left Analog Stick | | ,..........+. Swing direction in zone (9-Box Zone) 
Right Analog Stick / 4. Hita Fly / Ground Ball 

(Hold to override pitch) 


© (Hold) 


eisceee Guess Pitch Type 


WD rick Secchatancstwedadageess Swing 

Left Analog Stick,.............. Swing direction in zone (9-Box Zone) 
Right Analog Stick f/ ¥....... Influence Fly Ball / Ground Ball 

Die comzeweces adore sa cieey Bunt 


(Hold to override pitch)... Guess Pitch 
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Running the Bases - Before the Pitch 


secccececescsseeeeAll Runners Steal 
ececccceceseseeeeeLead All Runners One Step 
seccccccecsesceese Return All Runners One Step 

© +@,@or@.......Lead Individual Runners One Step 
=»>+©@, @or@....... Return Individual Runners One Step 
a + ©...........Steal 2B 

me + @...........Steal 3B 

ae + @...........Steal Home 


Running the Bases - After the Pitch 


(Hold or Tap)..... Advance All Runners 

© +6, or®@...... Advance Individual Runners 
GGEB (Hold or Tap)-----Return All Runners 

»> +, ® or @...-- Return Individual Runners 


——— 5 
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Voice Recognition Controls 


‘Voice Recognition (VR) will only work in one-player gameplay modes. It will 
work only for the user with a controller plugged into Controller Port 1. It is 
always activated and does not need to be turned on. To use it, press and hold 
®, while saying the exact command. When you press and hold @, a YELLOW 
VR icon will appear at the left of the screen. It will remain there until you release 
it. When the computer accepts a command, the VR icon will flash GREEN as it 
fades away. If the computer does not understand the command, the VR icon will 
flash RED as it fades away. 


“Pause Game” Pauses game 


Infield Defense 


“Infield Normal” Places infield at normal depth 
“Infield In” Moves infield in 

“Infield Corners In” Moves 1st and 3rd basemen in 
“Infield Halfway” Moves infield in halfway 

“Infield Bunt Defense” Places infield in bunt positions 
“Infield Double Play” Places infield at double-play depth 
“Infield Left” Shifts infield toward 3rd base 
“Infield Extreme Left” Shifts infield even closer to 3rd base 
“Infield Right” Shifts infield toward 1st base 

“Infield Extreme Right” Shifts infield even closer to 1st base 
“Infield Guard Lines” Moves 1st and 3rd basemen toward foul lines 
“Infield Straight Up” Places infield at straight up position 


Outfield Defense 


“Outfield Deep” Moves outfield into deep positions 
“Outfield Normal” Places outfield at normal depth 
“Outfield Shallow” Places outfield at shallow depth 
“Outfield Left” Shifts outfield toward left field line 
“Outfield Right” Shifts outfield toward right field line 


“Outfield Straight Up” Places outfield at straight up position 
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Pitch Types 


“4 Seam” 

“2 Seam” 

“Cut Fastball” 
“Curveball” 
“Slider” 

“Sinker” 
“Change” 
“Circle Change” 
“Knuckle Ball” 
“Knuckle Curve” 
“Split Finger” 
“Slurve” 

“Screw Ball” 
“Palm Ball” 
“Fork Ball” 
“Pitch Out” 


Pickoff Moves 


“Pick 1st” Pickoff move to 1st base 
“Pick 2nd” Pickoff move to 2nd base 
“Pick 3rd” Pickoff move to 3rd base 


Base Running 


“Lead All” All runners lead off 

“Lead Back” All runners take leads back 

“Go Home” Runner advances home 

“Go Back” All runners return to bases 

“Steal” All runners steal 

“Steal 2nd” Runner attempts steal of 2nd base 
“Steal 3rd” Runner attempts steal of 3rd base 


“Steal Home” Runner attempts steal home 
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“mg Batting 
MLB 2005 has different batting levels 
for each of its three difficulty levels; 
Rookie, Veteran, and All-Star. Each 
level also has different batting 
controls so you may want to review 
the Game Controls section before 
beginning play. 


For all three hitting levels, you 
can influence whether you hit 
ground or fly balls during your 
at-bat. Before or during a pitch, 
you can move the Right Analog 
Stick # to influence a fly ball or 
4 to influence a ground ball 
before you make your swing. 


Rookie 

In Rookie mode, the timing of your 
swing will determine where and 
how hard you hit the ball. Your 
swing should be altered depending 
on pitch location. For instance, if 
the ball is thrown outside, the hitter 
will need to swing later to make 
contact with the ball at the correct 
moment. Perfect timing will result 
in optimal power and contact. 


Veteran 
In Veteran mode, timing, swing 
location and your ability to 
determine pitch type all influence 
how well you make contact with the 
ball. In this mode, timing and swing 
location are critical. You must time 
your swing properly and use the 
left analog stick to direct your 
swing. There are nine zones to the 
strike zone. Depending on your 
batter’s abilities, you have the 
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ability to cover six of them 
effectively with aiming left analog 
stick. For example, Pushing left 
analog stick away from the batter 
aims your swing outside or away 
and you are swinging through the 
outside six zones with maximum 
impact at outside middle. If you 
would like to cover the inside half 
of the plate, Push Left Analog stick 
toward the batter. You can also 
cover up, down, low and in, low 
and away, up and in or up and 
away. Regardless which direction 
you choose, one zone will offer 
maximum impact while the others 
are diminished. If you are able to 
successfully guess a pitch, your 
power attribute increases. If you 
are unsuccessful, your power 
attribute decreases. Each of the 
nine zones are rated based on the 
hitter’s strengths and weaknesses, 
“hot” and “cold”. A batter's hitting 
zones are color-coded; red is hot, 
blue is cold and clear is neutral. 
Because these hitting zones are 
interactive they can get hotter and 
colder based on the success or 
failure of each at-bat. 
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All-Star 

In All-Star mode, you will only be 
successful if you can guess pitch 
locations and make good swings. 
As with Veteran difficulty you must 
use the Left Analog Stick to 
choose you swing direction. 
However, at All-Star difficulty 
based on your batters abilities you 
can only cover up to three of the 
nine hitting zones. The same 
principles apply for All-Star with 
one zone providing maximum 
impact but you are only able to 
cover two other adjacent zones 
rather than five. If the pitch is out 
of your zone and you swing, even 
if your timing is perfect, you will 
miss.The only way to increase 
your power in All-Star mode is to 
correctly guess a pitch. Guessing 
the pitch location only provides 
the hitters normal power output. 
See Guessing Pitch Types for 
more information. 


Guessing Pitch Types 

You have the ability to guess 
pitches in any difficulty level of the 
game. If you guess a pitch, you'll 
increase your hitter’s power. In 
Veteran mode, if you guess both 
the pitch location and pitch type, 
your batter will get a double boost 
of power. In the All-Star mode, if 
you guess both the pitch location 
and pitch type, you will be 
rewarded with a larger contact 
region as well as a more powerful 
swing. 


To guess a pitch: 

¢ Hold SGEB to freeze the action 
and bring up the pitch 
history/location box. During your 
at-bat, all previous pitches 
thrown will be shown. Analyzing 
the pitcher's trends will help you 
to guess the next pitch. 

* Press @, @, @, ©, HEE, or 
GEE to guess a pitch type. When 
you select a pitch type, the 
DUALSHOCkKe2 analog controller 
will vibrate in your hand to 
confirm your selection. 

* Release @ to receive the pitch. 


* is 
ae ae Lene nt eee 
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A pitcher can have up to six pitches to 
throw. Helping you to outsmart the hitter 
is your ability to control the speed and 
location of each pitch and being able to 
view each hitters hot and cold zones. 


Changing Speeds 

You can change speeds based on 
how long you hold down &%. When 
you pitch the ball, holding &% for the 
duration of the pitch will get the 
maximum amount of speed out of it. 
Tapping @& or holding it for a portion 
of the pitch takes some of the speed 
away. Holding & and trying to “throw 
heat’ on every pitch can decrease 
your pitchers stamina. When you see 
your pitcher losing velocity, try to get 
the hitter out by pitching on the 
corners of the strike zone. 


Locating your Pitches 

Once you've selected your pitch, 
you'll be able to choose the pitch 
location. Before each pitch, the 
batter's hot and cold zones are visible 
on the screen. Once a pitch is 


selected, the zones will disappear and 


get replaced with a strike zone and 
ball cursor. The ball cursor will only be 
shown for 2 seconds before it fades 
away. This is just enough time to 
quickly use the Left Analog Stick to 
choose a pitch location (adjust ball 
cursor options at the Options Menu). 
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After the ball cursor fades away, you 
can still use the Left Analog Stick to 
locate the pitch without an indicator. As 
you use the Left Analog Stick to move 
the ball cursor around, the 
DUALSHOCke2 controller will vibrate 
as you move further away from the 
center of the strike zone. The farther 
you target the pitch away from the 
center of the strike zone, the harder 
the vibration. 


Adjusting your Pitch Placement 
When selecting the final location of the 
ball cursor it is important to note that 
this illustrates the release point of your 
pitch. For instance, if you throw a 
curve ball, the break of the ball will 
occur from the chosen spot of the ball 
cursor. With this method, borderline 
pitches are not telegraphed to the 
batter. 


A pitcher's ability and stamina are 
closely linked. As a pitcher looses his 
stamina, his effectiveness is reduced. 
If you notice your pitcher's speed, 
accuracy or spin diminishing, make a 
trip to the mound to try and calm him 
down. He may gain back stamina with 
this strategy. To go to the mound: 


Press 2 to bring up the Pause 
Menu. 

°t / $ to select the Mound 
Visit menu item, then press @. 


SEGRE Tea 


SEPELELE 


Br PEE ewe 
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Fielding Aid 
As the ball travels through the air, a 
‘ large replica of a baseball, the 
Fielding Aid, will appear on the field 
targeting its landing spot. To be 
sure that you catch or field the ball, 
position your fielder on top of the 
Fielding Aid. You’ll know your player 
has fielded or caught the ball when 
the Fielding Ball Marker lights up 
under your player, showing that he 
has possession of the ball. 


Defensive Player Positioning 
Before the pitch, you can set the 
positioning of your infield and 
outfield defense. You can also draw 
the defense in or play it deep 
depending on the hitter’s abilities 
and tendencies or the game 
situation. To change the player 
positioning of the defense, before 
the pitch, press to bring up 

. Infield Positioning options and 
IGE to bring up Outfield Position 
options. 
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“mg Quick Start 

Quick Start enables you to play 

exhibition games with minimal 

pregame setup. Simply choose teams 

for the game and you're ready to 

play. From the Quick Start screen: 

¢ @ /™ to select the home and 
away teams, then f / §$ to choose 
teams. To play for a team, you must 
assign your controller to either the 
home or away team. To select 
teams randomly, press @. 

¢ Press @& to start the game. Once 
the game begins, you can make 
changes to it by using the Pause 
Menu. 


mu Game Modes 
MLB 2005 offers six different game 
modes that cover every aspect of 
baseball, from playing an exhibition 
game to building a career. 


Exhibition 

Exhibition games are a match up of 
any two teams in the league ina 
one-game format. Playing 
exhibition games provides a 
chance to test the competition and 
play teams that you might be 
playing during a season. Results 
from these games cannot be saved 
to a MEMORY CARD 
(8MB)(PlayStation 2). However, 
stats can be saved to a player 
profile. Setup for exhibition games 
will include choosing a uniform 
style and setting pregame options 
such as selecting a stadium for the 
game. 
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To start an exhibition game: 

¢ & / = to select the home and 
away teams, then # / ¥ to 
choose teams. To play for a team, 
you must assign your controller to 
either the home or away team. 

¢ Once your teams are chosen and 
you’ve assigned your controller, 
press @& to continue. 

¢ t / $ to select a uniform style 
for your team, then press @& to 
continue. 

¢ Pregame options will now be 
displayed. f / $ to select an 
option, then press / GEE to 
choose new settings. 

* Press @ to continue. 

¢ If you want to check out your 
starting lineups and make 
changes, t / §$ to Lineup, then 
press @ to continue. See Lineup 
on page & for more information 
on how to make lineup changes. 
Press @ to return to the Exhibition 
screen. 

* t/ ¥ to Select Stadium, then 
press &. The home team’s stadium 
will be shown as the location of the 
game, but you can select a different 
site by pressing the  / = to cycle 
through all stadiums. 

¢ Once you’ve selected your 
stadium, press @ to start the 
game. 
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= Lineup 

Make changes to your team’s lineup, 
defensive positions and pitching 
rotation before the game. Once the 
game begins, use the Substitution 
and Bullpen options from the Pause 
Menu to make changes. 


Changing the Batting Order 

¢ Press / HEEB to select a team. 

¢@ / ™ to select a lineup (DH or No 
DH) tab. 

© f / $ to highlight a player, then 
press € to mark him. 

©f / $ to highlight a player at a 
different position in the lineup, then 
press € to swap the players’ hitting 
positions. 


Positioning 

* Press / WEEE to select a team. 

¢@ / ™ to select the Positioning tab. 

© f / $ to highlight a player, then 
press @ to mark him. As you move 
t / $, you will notice that each 
player's number will appear in 
YELLOW on the playing field 
diagram, giving you a visual of each 
player's position. 

© f / $ to highlight a player ata 
different position, then press & to 
swap players to their new positions. 


Pitching Rotation 

* Press / EB to select a team. 

¢ / ™ to select the Pitching 
Rotation tab. 

© / $ to highlight a player from 


slots 1-5 of the rotation, then press & 


to mark him. 


© / $ to highlight a different pitcher 


in the rotation, then press € to 
change their position in the order. 


Player Substitutions 

To substitute a player into the 

batting order or pitching rotation: 

© B / $ to highlight a player in the 
lineup, then press &% to mark him. 

¢ Press © to move to the list of 
bench or bullpen players. 

© t / ¥ to highlight a player, then 
press to make the 
substitution. To view the player 
stats of bench or bullpen players, 
highlight a player and press SGE. 
t / ¥ / &/ to view all of his 
stats from the player card. 


ar ene enn ASS 
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Simulating games can be done in 
_ Franchise, Career, Season, and Playoff 
modes. MLB 2005 allows you to 
| simulate single games, multiple games 
| up toa selected date, and entire 
seasons. Simulations can take place 
from any date on the schedule and can 
be cancelled at any time. For instance, 
if you choose to simulate games up to 
the All-Star game and you begin the 
simulation, pressing ® will stop the 
simulation at the most recent simulation 
date. 


SportsCast Manager 

In SportsCast Manager you can 
manage the entire game against the 
CPU or another manager. As each 
pitch, hit, and play unfolds on the 
field, you can watch it take place 
while you’re making real-time pitching 
and lineup decisions. During the 
game you can press @ to pause 

the game and bring up your lineup 
card. To view the available 
managerial options for each player, 
highlight a player and press @. 
Instruct players to take, swing away, 
hit and run, steal, sacrifice or position 
the defense. You're the skipper of the 
club. There are also blind controls 
when you're playing head-to-head so 
you don’t give your strategy away. 


“WH Prove el] 
S700: ooo 
— oe 
= 
D Antonic Perez pops out 4 
to catcher Jorge Posada. 


ESET: 8201 1-0) , 
P2: Ball (2-0) + 
Deve. Rave 


LINEUP ABR HABE 


a 
x i . R. Baldelli 0 000" 
Mussina .000 0 REI | Crawford it han oo 
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Offensive: 
+ Steal All 
+@ Steal Home 
+@ Steal 3rd 
+© Steal 2nd 
+@ Suicide Squeeze 
+@ Hit and Run 
+ Sac Fly 
Defensive: 
+8 Intentional walk 
+@ Pickoff 3rd 
™m.0 Pickoff 2nd 
+@ Pickoff 1st 
+ Pitchout 


Enter A SportsCast Manager Game 
At any time during a game 
simulation, you can press @& to 
bring up the Options Menu. The 
Enter Game option enables you to 
stop the simulation and jump into 
the game. You will begin play at 

the exact point of the paused 
simulation. 


mFranchise Mode 
In Franchise mode you'll be in charge 
of the entire franchise and all of its 
operating functions. You are in the 
front office handling the scouting, 
drafting, rehab assignments of the 
players, contracts, marketing of the 
club, and much more. Each area is 
important because the success of your 
franchise is dependent on generating 
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enough money to build a winning 
team. When you choose a club to 
run, included in your contract will be 
a list of goals for you to meet over a 
period of seasons (e.g., 6 years). 
Goals might include making a playoff 
appearance, having a team ERA of 
4.50 in three seasons, winning two 
Rookie of the Year Awards, etc. 


Team Management 


Team Management is used to 
determine how much money you're 
going to spend in the areas of 
Training, Scouting, Management, 
and Rehab. You decide how much of 
your budget to spend on developing 
players, medical equipment and 
staff, scouts and more. Be sure to 
spend wisely on areas that your 
team needs the most. How and 
where you spend money on training 
will have direct results on your 
players. Additionally, quality 
managers will have a positive effect 
on players. As in real-life, getting 
something cheaper doesn’t 
necessarily mean you got a better 
deal. For example, if you spend 
extra money on better scouts, they 
are able to scout better, more 
efficiently and ultimately scout more 
players simultaneously. Be results 
oriented and watch your bottom line. 


Player Management 

Player Management options allow 
you to make changes to your roster 
so you can field the best possible 
team. You can keep an eye on each 
player’s progression to see if they 
continually improve, shake up your 
line up by making substitution 
changes, trade players, sign free 
agents, and move players to and 
from the inactive roster. You can also 
release players (from the Player 
Progression and Free Agent 
screens), placing them into the Free 
Agent Pool where they can be 
signed by any club. 


Business Management 

Business Management is a financial 
operation and is used to delegate 
your franchise’s funds. As the one in 
charge of the team’s decisions, you'll 
be handling the facility, marketing, 
and banking responsibilities, all of 
which will hopefully increase 
revenue and help to create a better 
product on the field. Careful planning 
is necessary, as you want to be able 
to work within your budget and end 
each year ahead in the cash column. 
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* Facilities 

- You are in control of stadium 
responsibilities that include ticket and 
parking income, field upgrades, and 
seating additions. It’s your job to hire 
vendors to sell their product in the 
stadium and make the training facility 
decisions including whether to build 
aerobic or poolroom. Direct 
everything from rehab facility needs 
of your team to its future forms of 
transportation for comfort and ease. 


Marketing 
Marketing is a very important aspect 
of building a fan base. Your job will 
be to use every media resource 
available to gain exposure for your 
team and its players. To accomplish 
this, you’ll be buying air time and ad 
space locally and nationally to 
promote your team. You'll also be 
lining up promotions such as “bobble 
head” and “free ticket” nights at the 
stadium. Marketing is not all 
spending, however, as you'll be 
raising your own cash by selling ad 
space on billboards throughout the 
stadium. 


Banking 

If your franchise needs to borrow 
money to cover some debt, pay for 
advertising, upgrade the playing field, 
or for any number of different 
expenses, find a loan to help absorb 
some of costs. You can also manage 
any existing loans here. 


Franchise Progress 

As a franchise, you need to keep 
everybody happy to be successful. 
From the Franchise Progress screen, 
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you can check out feedback from the 
fans and players as to whether they 
are supporting your team. You can 
also keep an eye on your budget to 
see if you're operating within it and 
whether you’re making or losing 
money. In terms of the goals you 
agreed upon when you signed on to 
lead this franchise, this is the place to 
refresh your memory and see where 
you're meeting expectations or falling 
short. 


im Career Mode 


In Career Mode, your goal is to 
create a player and build a 
successful career from that player's 
perspective. There are short and 
long-term goals that can include post 
season and career awards and a 
possible induction into Hall of Fame. 
Your player’s Career begins in Spring 
Training where success and 
promotion to the Majors are 
determined by his play on the field. 
Careers will last as long as players 
are physically able to remain 
productive. As in the big leagues, 
factors that can limit a Career are 
age, ability and skill. You can retire 
from your career at any time by 
pressing @. Press & to move 
through the Career screens. 


Create Player and Select Team 
To begin a Career, from the Create 
Player screen you'll create your 
player and be able to make 
changes to his appearance and 
abilities from the Appearance, 
Accessories, Bat Skills, and 
Pitching Skills tabs. Cycle through 
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each category using the = / =>. 
From the Appearance tab, to edit 
the player's name, press @ to 
activate the onscreen keyboard. 
When altering the Bat Skills and 
Pitching Skills of your player, you 
have points to increase your 
player's specific abilities. If you’re 
creating a pitcher, you have 14 
pitches to choose from when 
setting up his arsenal. You'll only be 
able to choose five, but you'll be 
able to alter each pitch’s accuracy, 
speed, and break with your 
available points. 


Once you've created your player, 
you'll be assigning him to a team in 
hopes of getting a contract offer 
after Spring Training. From any 
Team Select screen, notice the 
Team Status chart. It will show the 
player on the team’s roster that 
you'll be competing with for the job. 
Also shown is the signing potential 
of your player. Look for a team that 
you'll be able to get your player 
signed to. 


Spring Training 

Your player's move to the big league 
roster depends on his play in Spring 
Training games. As Spring Training 
progresses, keep track of your 
prospect's status using the Career 
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Status Menu. From the MLB Status 
Meter, as your prospect's status climbs, 
the meter will move through the 
Rookie, Veteran, All-Star, and Hall of 
Fame levels. Once you reach a certain 
level, you'll be able to receive contract 
offers from Major League teams. 


Contract Signing 

If you're interested in one of the 
contract offers presented, you'll first 
need to set contract goals and terms. 
The team can accept your terms and 
conditions or reject them. In rejecting 
an offer, the team may make a 
counteroffer. If the team accepts the 
terms, you'll be able to sign the contract 
and join the Major League roster. As 
contracts run out, if you continue your 
solid play, all major league teams will 
be able to submit new offers to you. 
During any season, you can even try to 
force your team to trade you to another 
club. 


From the Contract Signing screen: 

© tf / $ to highlight contract goals, 
then press € to mark them. You 
must choose 10 goals for your player. 

¢ @ /=™ to select the Contract 
Acceptance tab where you'll see the 
goals that you’ve set and the original 
terms of the contract offered by the 
team. 

¢ Press / to change the 
terms of the salary offer. 

¢ Press SEES / IGE to change the 
length of the contract. 

* Press & to make your offer. 


NOTE: If you reject a contract offer, you 
will be placed into the Free Agent Pool 
where any team can sign you. 
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“Season 


During one and two player seasons 
you'll play out the entire season with the 
same team. The number of games that 
you choose to play determines the 
length of your season. From the team 
selection screen, you'll be able to set a 
season length of 14, 29, 82 or 162 
games. To get into the playoffs at the 
end of the season, you must finish on 
top of your division or finish as the 
league wildcard team. The wildcard 
team will have the best record of the 
remaining teams in the league. 

You can play any game on the 
schedule in Season mode. If you'd like 
to play a game further in the season 
schedule, you can do so, but all games 
prior to it will have to be simulated. To 
play a season game, enter the 
Schedule screen and press SGE / 

to cycle through the months on 
the season. t/¥ /=>/€ to select a 
game date, then press @% to bring up 
the Options screen. You can choose to 
play the game or simulate it. If you 
select Manage Simulation, although you 
won't be playing the game, you can 
make managerial decisions from the 
simulation screen as the game is 
played. You can also pause the 
simulation and enter the game to finish 
what the CPU started. See Simulating 
Games on page 18 for more 
information. 


MAY 2004 % 
MON TUE 
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Roster Management 

Use Roster Management to make 
changes to your team’s roster such as 
changing the line-up, making trades, 
signing free agents, or releasing 
players. You can also move players to 
and from the inactive roster. 


mPlayoffs 


In Playoff mode, you'll skip the regular 
season to compete in an eight-team 
playoff. Not only will you be selecting 
the teams for the playoff you'll also be 
choosing the playoff series length. 
There are ten playoff series’ (e.g., 3-5- 
5), each including three rounds. For 
instance, a series length of 3-5-5 
indicates a three-game playoff series, 
followed by a 5-game playoff series, 
followed by a 5-game World Series. 


Playoff Brackets 

From the Playoff bracket screen, you 
will construct the playoff picture by 
placing each team in a bracket. Your 
team will be originally placed in a 
bracket that includes other divisional 
teams, but you have the option to 
move your team to any other bracket. 
Once you place your team and begin 
the playoffs, you'll only be able to play 
in the matchup that includes your 
team. You can however simulate a 
playoff game, a playoff round, or the 
entire playoffs. 


mHomerun Derby™ 


The Homerun Derby™ is a Homerun | 
contest that usually includes the top 10 
homerun hitters in the league. But in 

MLB 2005, you get to choose who 
participates. Each player gets one trip 

to the plate to hit as many homeruns 
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as he can. With an unlimited number wOnline 
of pitches to hit (balls and strikes are 
not called), make sure you swing at Usin F 
: : : g MLB 2005 Online, you can 
the pitches you like. When taking your : 
cuts, remember that an out is ae _ eet Ne See nid He a. me 
considered any hit ball that isn’t a nternet. There are a number o 
exciting game options to choose 


homerun or any swing and miss of a : q 
from, including game challenges and 


pitch. 
hosting private tournaments with your 
To set up the Homerun Derby™: friends. You can even send out 
° Press / GEE to cycle through emails to coordinate start times for 
and select teams for choosing games. To go online, select ONLINE 
players. from the Main Menu and press @. 


© B/$% to scroll through the players 
on each team. Highlight a player, and 


then press @ to add him to the MLB ‘ i 


Homerun Derby™ lineup. guick stant \" 


. 2 GAM! 

* Once a player is added to the lineup, rR \ 
press / GEB to assign him toa PROFILE 
controller. prTiens 

. . . GAME TIPS 
¢ Continue this process until you have Lota 


chosen ten players. If you wish to 
delete any of your initial contestants, 
press © to enter the lineup window. 
4 /¥% to highlight a player, then 
press @& to delete him from the list. 
¢ When your lineup is complete, press 


Creating an Account 
To play MLB 2005 online, you'll 


© to continue. need to create an account and 
¢ From the Stadium Select screen choose a unique screen name and 
 / ™ to select a stadium for the password. Each time you use the 
contest. The dimensions of each park online function, login using the 
are shown to help you choose a same screen name and password. 
ss ale” Nea eerie necieiis This account will be accessible 
ssa - only to you and can be used for 


any of the 989 Sports games, 
including NFL GameDay™ 2004, 
NCAA®@ GameBreakere 2004, NBA 
ShootOut 2004, and NCAA@ Final 
Foure 2004. 


Note: You do not have to create a 
new account if you have already 
created an account via a 989 Sports 
Online title. 
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In the Online Welcome Lobby, you 
can navigate your way through the 
entire online process. It allows you 
to create games, post messages, 
join tournaments, check out 
leaderboards, and much more. This 
screen also shows your user 
profile, which lists your online 
information such as User Name, 
Rank, Affiliation (a team such as 
the Oakland A’s), and User 
Statistics (e.g., record). Included in 
the user profile is the 989 Rank. It 
keeps track of your combined 
rankings for all 989 Sports Online 
titles. Rankings from MLB, 
GameDay, GameBreaker, 
ShootOut, and Final Four are 
combined to show where you rank 
among all 989 Sports Online 
gamers. 


Game Rooms 

Game Rooms are where game 
challenges take place. You can 
search for the perfect matchup for 
your skill level or create games to 
entice opponents. You can also view 
all online players within your selected 
Game Room. 


Selecting a Game Room 

Whether creating a game or 
accepting a challenge, the Game 
Room option allows you to select 
from a group of games that match 
your skill level. You can select a new 
Game Room from anywhere in the 
Game Room as long as your rank 
allows you. Points earned during 
competition will determine the Game 
Room level you can enter. To join a 
Game Room, #/=>/ t/ $ to 
highlight a Game Room, then press 


989 SPORTS” 


There are a number of Game 
Rooms including Rookie, Veteran, 
and All-Star. Each gamer with any 
skill level can find a place to play. 
MLB 2005 even has Game Rooms 
such as Dial-up and Broadband — 
places for gamers using dial-up or 
broadband connections to play 
online. Connection speeds may be 
different and gamers using a 
broadband connection may want to 
stick with playing those using the 
same connection speeds. 


The Chat Area/Selecting a Game 
The Chat Area is where available 
games in that particular lobby are 
listed. While looking for a game, you 
can read through all of the real-time 
chatting between potential 
opponents. 


Join in on some trash talking or 
search for information on possible 
opponents. Anyone online within the 
same Game Room will be able to 
view your chat messages and 
participate in the dialogue. To post a 
chat, from the chat screen, highlight 
the bottom chat bar or use a USB 
keyboard. Type in a message and 
enter it. Your message will be 
displayed in the chat window. 


To select an opponent for a game, 
highlight a name from the list of 
players in the Game Room and 
press @. You can set the game 
options, view your opponent's 
statistics, and start your game. At 
any time during a game, press 
to bring up the chat window. While 
playing, you can trash talk with your 
opponent. 
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Quitting Games 

After accepting challenges or joining 
games, you must finish the entire 
contest or be penalized with a 
reduction of points previously earned 
from other games. Losing points will 
prevent you from entering higher skill 
level Game Rooms. 


Leaderboards 

Real-time leaderboards such as 
Overall, Weekly, Monthly, and 
Affiliation show where you rank 
among all other online gamers. Each 
user ranking will be listed by point 
total and provide details of team 
statistics. Affiliation Leaderboards 
shows all user stats with the same 
team affiliation. 


Tournaments 

Create an online tournament or join 
others that have already been 
created. You can even create private 
tournaments, using password 
protection, to control the gamers that 
can join. When you create an online 
tournament, set the number of 
teams, the date that it starts, and a 
sign-up period in which to join. Once 
your tournament is created, users 
can go to the “VIEW OR JOIN A 
TOURNAMENT? option to join. 

Each tournament shows its status, 
registration details, and start dates. 


To sign up for a tournament, select a 
tournament menu and press @. A list 
of all available tournaments for that 
category will be listed. f / } to 
highlight a tournament, then press €@ 
to view its information. If you’d like to 
join this tournament, press  / ™ to 
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select the “SIGN UP” option, then 
press €. Once you enter your team 
information, you're ready to play. 


Privatizing Your Tournaments 

To privatize your tournament, making 
them by invitation only, you must 
enter a password as the key into the 
tournament. From the setup screen, 
after naming your tournament, enter 
a unique password into the 
password field. Invite gamers to join 
by giving them the password and 
other important details using the Mail 
option on the Welcome screen.See | 
Mail/Feedback on page 26 for more 
information. 


Joining a Private Tournament 

The only way to join a private 
tournament is to know the 
tournament creator's password. To 
get the password, contact the creator 
using the Mail option or send a chat. 
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Message Boards 

Message Boards are set up to 
provide a place for gamers to discuss 
Major League Baseball and any other 
topic of interest. MLB 2005 has 
created multiple message board 
categories for you to choose from, so 
feel free to join in on as many as 
you'd like. Enter the General 
Message board to create new topics 
and put your thoughts online. By 
participating on the message boards, 
you can see what's on the minds of 
other gamers. 


Mail / Feedback 

The Mailbox allows you to send 
private email messages to any online 
gamer, as long as you have their 
user name(s). Sending email is a 
perfect way to contact your friends 
about game start times or to just talk 
baseball. You can also use email to 
join private tournaments by 
contacting the tournament's creator 
and trying to obtain the tournament's 
password. 


Polls / Survey 

Fill out the latest polls and surveys to 
give opinions on a number of game 
issues. Polls and surveys are 
constantly updated, so check back 
often to fill them out and view the 
latest results. 


News / Promos 

Check here for exciting news, 

reports, and updates from 989 Sports 
including updated game information, 
events, sweepstakes, and 
happenings. 
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Edit Profile 
At any time, you can change the 
profile of your account. 


989sportsonline.com 

You can access the MLB Online 
lobby from your computer. Log on to 
www.989sportsonline.com from the 
web and check out the leaderboards, 
view tournament brackets, participate 
in message boards, and even send 
and receive user mail. 


=Profile 


Please create a new pi 
0 a sting p 
Protile Name Pro 


LOAD PROFILE 
DONE 


DONE 
MLe2005 


The Profile option allows you to view all 
of your user records from Exhibition, 
Season, Franchise, and Career modes. 
You can view your Exhibition totals 
including team records and stats 
against the CPU, Season records and 
team information for each, Franchise 
records with the budgets and goals that 
were met, Career records and the 
results of each career player, and all of 
the Rewards that you earned during 
gameplay. 


= Options 


Fantasy Draft 
The Fantasy Draft includes all 


players from every team and puts 
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them into a draft pool. The draft is an 
auto draft, so the CPU handles the 
entire drafting process. Once a draft 
is complete, each team will no longer 
have its original roster but an entirely 
different roster that includes players 
from any of the 32 Major League 
teams. 


Player Movement 

Use Player Movement to customize 
player rosters before you choose a 
game mode. Any two players from 
any two teams can be exchanged 
for one another. These aren't trades, 
so moves won't be rejected. There 
are no restrictions. If you'd like to 
exchange a bullpen pitcher on the 
Tigers for the ace of the Red Sox 
staff, you can do so by selecting the 
two players and making the move. 


Audio 
The audio options allow you to 


adjust the volume level of the game 
announcers, music, sound effects, 
and crowd. 


Game ; 
The game options are what control 


the play on the field. Depending on 
the game mode and option, you can 
edit them before you begin, while 
selecting a team or from the Pause 
Menu while you are playing a game. 


Fast Play 

Fast Play allows you to play your 
game without all of the player activity 
before and after a pitch. For 
instance, with Fast Play set to ON, 
you won't have to view batters walk 
to the plate or pitchers go to the 
rosin bag. 
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Difficulty 

Difficulty levels will determine the 
defensive and offensive abilities of the 
players on the field, on the mound, 
and at the plate. It will also reflect in a 
player's stamina and intelligence. The 
All-Star level is the highest difficulty 
level and provides the greatest and 
most realistic challenge. 


Vibration 

You can set the vibration 
characteristic of your DUALSHOCK 2 
controller to ON/OFF. Vibration does 
however have its usefulness when 
trying to locate pitches. See Locating 
your Pitches on page 14 for more 
information. 


Strike Zone 

The strike zone will be shown as a 
white box above the plate during an 
at-bat. With the strike zone visible, it 
will help you as a pitcher to locate 
your pitches for strikes and as a batter 
to make good swings. This option can 
be turned off, on, or allowed to fade 
out before the pitch. 


Hot Zones 

Hot Zones are sections of the strike 
zone shown on the screen during an 
at-bat. Each red section indicates a 
hitters hot zones or areas where the 
hitter has the highest level of hitting 
efficiency. Those that are blue indicate 
a hitters cold zones or those areas 
where the hitter has trouble hitting the 
ball. Both hot and cold zones can 
increase or decrease in intensity 
based on each hitters successes or 
failures in those zones. For instance, 
a hot zone can get cold if the hitter 
starts missing pitches in that zone. 
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Pitching Cursor Using Auto Base Running, you no 

F longer have to worry about where your 
base runners are when the ball is hit. It 
allows you to focus purely on your 
hitting. The CPU will return your 
runners to the appropriate base on fly 
ball outs and send them running on 
base hits. 


Fielding Aid 
The Pitching Cursor is shown as a The Fielding Aid is a replica of a 
small baseball in the center of the baseball shown on the field to locate 
strike zone before a pitch. Once a the landing spot of a hit ball. Position 
pitch type is selected, you can your player within the Fielding Aid to 


make the play or catch the ball. See 
Fielding Aid and Fielding Ball Marker 
on page 15 for more information. 


move the ball cursor with the Left 
Analog Stick to target a location for 
your pitch. This option can also be 
turned off, on, or set to fade out 
before the pitch. See Locating your To avoid any fielding mistakes from 


alee page 14 for more happening by your players, turn this 
information. option OFF. 


DH 


The use of the Designated Hitter is 
an American League style of play. 
Placing a DH in the lineup adds an 


Errors 


Innings 
You can set the length of each game 
that you play by choosing a number 


extra hitter and replaces the rom 1-0 

pitcher's spot in the batting order. . 

Set to ON, you can use a DH ina Te hil Rey 

National League team’s lineup. If The Time of Day can be set to Day, 

set to AUTO, the CPU determines Night, or Random. Random will set the 

when the DH is used. time of day relative to the time and 
date of the game on the schedule. You 

Pitcher Stamina can also change the Time of Day 


when selecting stadiums for your 


With this option set to ON, pitchers game from certain game formats. 


stamina will be affected during the 
game. As a pitcher gets tired, his 


pitch characteristics such as his Batting View 

speed, accuracy, and break will This option determines the angle of 

diminish. the camera in regard to the view of the 

Auto Base Running game from an offensive and defensive 
position. 


To allow the CPU to control your 
base runners, set this option to ON. 
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DIRECTOR OF PRODUCT 


DEVELOPMENT SERVICES GROUP 
Dwayne Mason 


MOTION CAPTURE 


MOTION CAPTURE MANAGER 
Brian Rausch 


MOTION CAPTURE 
PROJECT COORDINATORS 
Jerry Ashworth and Scott Peterson 


MOTION CAPTURE 
TECHNICAL SUPERVISOR 
Percy Sagun 


MOTION CAPTURE ANIMATION LEAD 
Chad Moore 


MOTION CAPTURE ANIMATOR 
Michael Graessle, Brian Phipps, Eryn Roston 
and Frank Strocco 


MOTION CAPTURE SPECIALIST 
Travis Parks, Johnny Walker and Jake Wilson 


MOTION CAPTURE STUDIO SUPERVISOR 
James Scarafone 


MOTION CAPTURE STUDIO TECHNICIAN 
Ryan Beeson and Daniel Legg 


3-D SCANNER LEAD 
Chip Parsons 


3-D SCANNER TECHNOLOGY 
SUPERVISOR 
Tyler Crook 
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3-D SCANNER TECHNICIAN 
Doug Hagstrom and Tony Lui 


MOTION CAPTURE TRACKING 
SUPERVISOR 
Michael Shinkle 


MOTION CAPTURE TRACKING 
TECHNICIAN 
David Ibarra 


CINEMATIC SOLUTIONS GROUP 


CINEMATIC MANAGER 
Scott McMahon 


CINEMATIC PRODUCTION SUPERVISOR 
Brian Johnson 


CINEMATIC CREATIVE PROJECT LEAD 
Jeff Vargas 


CINEMATIC CAMERAMAN/EDITOR 
lan O'Roarty 


CINEMATIC COMPOSITOR 
Jahil Nelson and Devin Olden 


CINEMATIC EDITOR 
Don Lacy 


CINEMATIC LEAD DESIGNER 
Ron Padua 


CINEMATIC CG SUPERVISOR 
Greg Jung 


CINEMATIC CG ARTISTS 

Salvador Arditti, Jung-Yoon Choi, Marcelo Dos 
Santos, Eli Enigenberg, Bill Johnston, Long 
Pham, Janelle Pitchford, Darren Robb, 
Christian Vagnati and Hock Wong 


CINEMATIC PRODUCTION ASSISTANT 
Nonet Vargas 


CINEMATIC AUDIO POST PRODUCTION 
Chuck Carr and Mark Reis 


SPECIAL THANKS TO: 

AEI Digital 

Donald Bridges, Ricardo Ramirez and Brett 
Richardson 


TOOLS & TECHNOLOGY GROUP 


MANAGER OF TOOLS & TECHNOLOGY 
Brian Dawson 


TECHNOLOGY TEAM 
LEAD ENGINEER 
Dr. Wei Xu 


TECHNICAL ARTIST 
Jason Parks 
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MAYA TECHNICAL DIRECTOR, ONLINE & DIRECT 
SUPPORT GROUP (MTSG) MARKETING 


LEAD ENGINEER Steve Williams 
Richard Harding DOCUMENATION 


David Lovalvo 
SENIOR ENGINEER 


; PACKAGING & MANUAL DESIGN 
‘ Chris Mayberry Petrol Advertising 
ENGINEER PHOTOGRAPHY 
Cyndi Monter Getty Images 
TOOLS TEAM LEGAL & BUSINESS AFFAIRS 
LEAD ENGINEER DIRECTOR, LEGAL & BUSINESS AFFAIRS 
Dan Hilton Shelly Gayner 
ENGINEERS INTELLECTUAL PROPERTY ATTORNEY 


James P. Williams 


David Hubbard, Gustavo Oliveira and Unni 

Pillai PARALEGAL 

DEV.TOOLS/ACCOUNTS ADMINISTRATION | ‘i"sten Costello 

Jason Young MUSIC: LEGAL & BUSINESS AFFAIRS 
Brian Fukuji and Mary Nappi 

COMMUNICATIONS ENGINEER 

David Randolph LEAGUE ACKNOWLEGMENT _ 
Major League Baseball Players Association 
and Major League Baseball. 

SVen AEE rei ae 

Ra ee We would like to thank each individual at 
Sony Computer Entertainment of America 

MANAGER, PRODUCT MARKETING for their contributions, support and dedication 

Troy Mack to the success of the MLB 2005 
with special recognition to the 

SPECIALIST, PRODUCT MARKETING Executive Management team including: 

Doug Panter Kaz Hirai 

DIRECTOR, PROMOTIONS ee 

Sharon Shapiro Jim Bass 

PROMOTIONS Masayuki Chatani 

Janeen Anderson, Donna Armentor, Blair Steve Ross 

Elliott, Bob Johnson, Natasha Mirosnkoff and Riley R. Russell 

Tracy Ryder Jack Tretton 
Marilyn Weyant 

Maly onthe re ee SPECIAL THANKS 
Becky Boyd, Joe Brennan, Claudette 

PUBLIC RELATIONS Castillo,Eric Chavez, Jenifer Clucas, Adam 

J Carrie Altuvilla, Ron Eagle, Scott Goryl, and Dunn,Lori Flor, Annemieke Frost, Allan Frankel, 

Paul Murphy Troy Glaus, Shawn Green, Collin Hagen, Scott 
Leventhal, Ed Loonam, Mike Napolitano, Mike 

POINT OF PURCHASE MANAGER Nicotera, and Sarai Sequeria and Stanley Tarr. 


Josh Bingham 


DIRECTOR, CREATIVE SERVICES MEE eonon Cepeas Pines 


Allan Burke, Roger Clemens, Joe DeMarco, 


Ed DeMasi Ray Durham, Shawn Estes, Karim Garcia, 

MANAGER, CREATIVE SERVICES Benji Gill, Jason Gill, Tony Gwynn, Darryl 

Jack Siler Hamilton, Gil Heredia, Trevor Hoffman, Tim 
Hudson, Toby Lehman, Ramon Ortiz, Jim 

SPECIALIST, CREATIVE SERVICES Parque, Troy Percival, John Rocker, Mike 

Dan Aquino Sirotka, Brett Tomko, Mo Vaughn, Chris Cultliff, 


TJ Consunji Chris Gill, Glen Evans, Shawn Green 
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Major League Baseball and Hall of Fame trademarks 
and copyrights are used with permission of Major 
League Baseball Properties, Inc. and the National 
Baseball Hall of Fame and Museum, Inc., respectively. 

_ Visit the official website at MLB.com. © MLBPA, Official 
Licensee-Major League Baseball Players Association. 
Visit the Players Choice on the web at www.biglea- 
guers.com. 989 Sports and the 989 Sports logo are 
trademarks of Sony Computer Entertainment America 

_ Inc.© 2004 Sony Computer Entertainment America 
Inc. 


In-game Music: CS Productions, Inc. 


"4 Day" 
Performed by Lo Pro 
By Pete Murray, Neil Matthew Godfrey, John 
Fahnestock and Tom Stewart 

~ © 2003 EMI April Music Inc., Richard Wad Music, 
Bald Tread Music, T313, and Tom Stewart 
ening Designee 
All rights for Richard Wad Music, Bald Tread Music 
and T313 controlled and administered by EMI April 
Music Inc. (ASCAP) 
Courtesy of Geffen Records under license from 
Universal Music Enterprises 
All Rights Reserved. International Copyright 
Secured. Used By Permission. 


"Better Off Dead" 

Performed by Barefoot Servants 

Written by Jon Butcher 

© 1994 Irving Music, Inc. and Butcher Block Music 
(BMI) 

All rights administered by Irving Music, Inc. (BMI) 
Courtesy of Epic Records by arrangement with 
Sony Music Licensing 

www.sonymusic.com 

All Rights Reserved. Used By Permission. 


"The Boogie That Be" 

Performed by Black Eyed Peas 

Words and Music by Will Adams, Thomas Van 

Musser and John Stephens 

Copyright © 2003 Cherry River Music Co. (BMI) / 

Will..Am Music Inc. (BMI) / 

Avenue XIII / John Legend iret (BMI) 

Worldwide rights for Will.|.Am Music Inc. adminis- 
_ tered by Cherry River Music Co. (BMI) 

Courtesy of A&M Records under license from 

Universal Music Enterprises 

All Rights Reserved. Used By Permission 


"Check 'Em" 

Performed by A. Skills and Krafty Kuts 

Written, arranged and produced by A. Mills / M. 
Reeves 

© 2003 Copyright Control, administered by Finger 
Lickin' Music and 

Original Artist Music, Ltd., T/A Skint Music 
Publishing 

(p) 2003 Fingerlickin Records 

Licensed courtesy of Fingerlickin Records 
www.fingerlickin.co.uk 
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"Do You Wonna Play (Wit' Me)" 

Performed by BOOTSY & FRIENDS FEATURING: 
MORRIS & D.M.A.U.B. 

Written by Morris Mingo, Donnie Harper & Bootsy 
Collins 

© 2003 Mash-a-Mugg (ASCAP) 

Courtesy of RipTide Music and Booizilla 
Productions 

ALL RIGHTS RESERVED. USED BY PERMIS- 
SION. 


"Drifting Apart" 

Performed by Alien Ant Farm 

Words and Music by Terence Corso, Michael 
Cosgrove, Dryden Mitchell & Tye Zamora 
Copyright © 2003 DreamWorks Songs (ASCAP) / 
Pantelones de Karate (ASCAP) 

Worldwide rights DreamWorks Songs and 
Pantelones de Karate administered by Cherry 
Lane Music Publishing Company, Inc. (ASCAP) 
Courtesy of DreamWorks Records under license 
from Universal Music Enterprises 

All Rights Reserved. Used By Permission 


"Fireproof" 

Performed by Pillar 

Written by Rob Beckley, Brad Noone, Michael 

Wittig & Noah Henson 

© 2008 Flicker USA Publishing and Pillar 

Publishing Designee (BMI) 

All rights administered by EMI Christian Music 

Publishing 

Courtesy of Geffen Records under license from 

Universal Music Enterprises 

an RIGHTS RESERVED. USED BY PERMIS- 
ION. 


“Flat On The Floor" 

Performed by Nickelback 

Written by Chad Kroeger, Ryan Peake, Mike 
Kroeger and Ryan "Nik" Vikedal 

© 2003 Warner-Tamerlane Music Publishing Corp. 
(BMI), Arm Your Dillo Publishing Inc., 

Zero-G Music Inc., Black Diesel Music Inc. and 
Ladkiv Inc. (SOCAN) 

All rights administered by Warner-Tamerlane 
Publishing Corp. 

From the Roadrunner Records album The Long 


Road. 
irs RIGHTS RESERVED. USED BY PERMIS- 
ION. 


“From The Inside" 

Performed by Depswa 

Written by Brian Burchfield, Gordon Heckaman, 
Daniel Noonan and Jeremy Penick 

© 2003 Universal Music Corporation o/b/o itself 
and Equilibrium Music 

Courtesy of Geffen Records under license from 
Universal Music Enterprises 
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“TH Bill" 

Performed by The X-ecutioners 

Written by K. Bailey and M. Stein 

© 2003 Total Tunes (BMI) and UWMSC (BMI) 
Courtesy of Columbia Records by arrange- 
ment with Sony Music Licensing 
www.sonymusic.com 

ALL RIGHTS RESERVED. USED BY PER- 
MISSION. 


“Last Chance" 

Performed by Jet 

Written by Chris Cester & Cam Muncey 

© 2003 Get-Jet Music (ASCAP) 

(p) 2003 Elektra Entertainment Group Inc. 
Produced under license from Elektra 
Entertainment Group Inc. by arrangement with 
Warner Strategic Marketing 

ALL RIGHTS RESERVED. USED BY PERMIS- 
SION. 


“Road Trip" 

Performed by Steriogram 

By Jared Wrennall, Tyson Kennedy, Jacob 
Adams, Tim Youngson and Brad Carter 
ae EMI April Music Inc., Thirtysixninetynine, 
All rights for Thirtysixninetynine, LLC controlled 
and administered by EMI April Music Inc. 
(ASCAP) 

Courtesy of Capitol Records under license from 
EMI Film & Television Music 

All Rights Reserved. International Copyright 
Secured. Used By Permission. 


“Smiley Yeah Yeah" 

Performed by Southern Culture on The Skids 
Written by Rick Miller 

© 2003 Monkey Dog Music (BMI) 


"Take It or Leave It" 

Performed by Jet 

Written by Nic Cester, Chris Cester & Cam 
Muncey 

© 2003 Get-Jet Music (ASCAP) 

(p) 2003 Elektra Entertainment Group Inc. 
Produced under license from Elektra 
Entertainment Group Inc. by arrangement with 
Warner Strategic Marketing 

ALL RIGHTS RESERVED. USED BY PERMIS- 
SION. 


"Tricka Technology" featuring TC Izlam 
Performed by A. Skills and Krafty Kuts 
Written by A. Mills / Tony Bell 

Arranged and produced by A. Mills / Murexes 
© 2003 Copyright Control, administered by 
Fingerlickin’ Music 

(p) 2003 Fingerlickin Records 

Licensed courtesy of Fingerlickin Records 
www.fingerlickin.co.uk 
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“True Nature" 

Performed by Jane's Addiction 

Written by Perry Farrell, Dave Navarro, Stephen 
Perkins, Bob Ezrin and Martyn LeNoble 
Published by Irving Music, Inc. and I'll Hit You 
Back Music, Embryotic Music, 

Swizzlestick Music and Ezerman Music (BMI) 
and Martyn LeNoble Publishing Designee 
Courtesy of Capitol Records under license from 
EMI Film & Television Music 


"Walkie Talkie Man" 

Performed by Steriogram 

By Jared Wrennall, Tyson Kennedy, Jacob 

Adams, Tim Youngson and Brad Carter 

© 2004 EMI April Music Inc., Thirtysixninetynine, 
LLC 

All rights for Thirtysixninetynine, LLC controlled 

and administered by EMI April Music Inc. 

(ASCAP) 

Courtesy of Capitol Records under license from 

EMI Film & Television Music > 
All Rights Reserved. International Copyright ; 
Secured. Used By Permission. 


i 
This Game contains Associated Production I 
Music LLC Library Music 
© Associated Production Music LLC 
Used By Permission. All Rights Reserved. \ 


Artbeats Digital Film Library 


WARNING: It is a violation of Federal Copyright 

Law to copy, duplicate or reproduce this Program 

or any portions of this Program or to synchronize ) 
this Program with video tape or film or to print the ) 
Compositions embodied in this Program in the 

form of standard music notation without the 

express written permission of the copyright own- 

ers. 


RenderWare is a registered trademark of Canon 
Inc. 

Portions of this software are Copyright 1998- 
2002 Criterion Software Ltd. and its Licensors. 


Dolby, Pro Logic, and the double-D symbol are 
trademarks of Dolby Laboratories. 
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PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU 

=, AGREE TO ITS TERMS BY CLICKING THE "ACCEPT" OR "DECLINE" BUTTON AT THE 
BOTTOM OF THIS SCREEN. IF YOU CLICK THE "DECLINE" BUTTON YOU WILL NOT 
BE ABLE TO PLAY THE ONLINE VERSION OF THIS GAME. CHECK WITH SONY COM- 
PUTER ENTERTAINMENT AMERICA INC. (“SCEA”) CONSUMER SERVICES AT 1-800- 
345-7669 WITHIN 30 DAYS OF YOUR PURCHASE FOR REFUND OR RETURN INFORMA- 
TION. PLEASE HAVE YOUR PURCHASE RECEIPT AVAILABLE. 


1. ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 
years or older. By clicking the "ACCEPT" button, you affirm that you are an adult 18 years or 
older and you are accepting this Agreement on your own behalf or on behalf of your minor 
child (under 18). 


2. GRANT OF LICENSE. SCEA grants you a non-exclusive right to use this software for play 
on a PlayStation®2 computer entertainment system only. You may not (i) rent, lease or subli- 
cense the software, (ii) modify, adapt, translate, reverse engineer, decompile or disassemble 
the software, (iii) attempt to create the source code from the object code for the software, or 
(iv) download game content for any purpose other than game play. You may, however, transfer 
all your rights to use the software to another person provided that you transfer the original 
product and this Agreement with the software. 


3. AUTHENTICATION. This software uses “DNAS” (Dynamic Network Authentication 
System), a proprietary authentication system created by Sony Computer Entertainment Inc. 
(SCEl). “DNAS’ retrieves information about a user's hardware and software for authentication, 
copy protection, account blocking, system, rules, or game management and other purposes. 
The information collected does not identify the user personally. SCEI, SCEA and their affiliates 
cannot guarantee the continuous operation of the “DNAS” servers and shall not be liable for 
any delay or failure of the “DNAS” servers to perform. If you receive a message during login 
identifying a “DNAS” authentication error, please contact SCEA Consumer Services at 1-866- 
466-5333. For additional information concerning “DNAS”, visit HYPERLINK 
"http://www.us.playstation.com/DNAS" www.us.playstation.com/DNAS. In the event of a sys- 
tems incompatibility or inoperability with “DNAS”, the sole liability of SCEI, SCEA and their affili- 
ates shall be limited to the repair or replacement of the user's affected game software, console, 
or peripherals at the option of SCEA. SCEI, SCEA and their affiliates shall not be liable for any 
delays, system failures, authentication failures, or system outages, which may, from time to 
time, affect online game play or access thereto. 


4. COLLECTION OF INFORMATION. Before you can play, you will be asked to create an 
account with a user, player or other game name (“game name”) and password. You may also 
be asked to select or provide additional information for a game profile. This information will not 
identify you personally. You agree that this non-personally identifying information may be pro- 
vided to any tournament website which is established by SCEA or its partners in connection 
with this game. Such information will not be displayed on any tournament site without your per- 
mission and agreement to participate in the tournament. 


5. PROTECTION OF IDENTITY. When you choose a game name, choose an alias to protect 
your identity. Avoid using any part of your game name in your password. When you choose a 
password, choose a unique combination of letters and numbers that is unrelated to your game 
name or to any information you may share with other players in the game. SCEA will not ask 
you for your password and you should not provide this information to any third party. This 

. game will save your game name, profile and password automatically. If your game name is 
inactive for an extended period your account may be deactivated. To inquire about a deactivat- 
ed account, please contact SCEA Consumer Services at 1-800-345-7669. You agree that you 
have no expectation of privacy or confidentiality in the personal information you may intention- 
ally or unintentionally disclose through login, game play and chat. You should avoid saying 
anything personally identifying in chat. SCEA has no liability for any violation of this Agreement 
by you or by any other player. 


6. ONLINE CONDUCT. When you play, you agree to be respectful of your fellow players and 
never to engage in any behavior that would be abusive or offensive to other players, disruptive 
of the game experience, fraudulent or otherwise illegal. This includes but is not limited to: 
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(a) Harassing or intimidating other players while chatting or playing this game online or using 
information obtained while chatting or playing this game to harass or intimidate fellow players 
outside of the game; 

(b) Using language, selecting names or creating any other content that is racially, ethnically or 
religiously offensive, sexually abusive, obscene or defamatory; 

(c) Using content that is commercial in nature such as advertisements, solicitations and promo- 
tions for goods or services; 

(d) Falsely representing that you are an employee of Sony Computer Entertainment America or 
any related company; 

(e) Disrupting the normal flow of chat in game chat rooms; 

(f) Making a false report of user abuse to SCEA Consumer Services (see below); 

(g) Violating any local, state or national law including but not limited to laws related to copy- 
right, trademark, defamation, invasion of privacy, identity theft, hacking and the distribution of 
counterfeit software; 

(h) Using a cheat code or cheat device. For a detailed explanation of the SCEA policy on 
cheating visit www.us.playstation.conV/onlinecheating. 


If you violate this Agreement in any manner, SCEA may at its discretion and without notice to 
you temporarily or permanently block your account in this game and any related games. In 
appropriate cases, SCEA may bring legal action against you or cooperate in any government 
or private legal action or investigation relating to your conduct within the game. To report viola- 
tions of this Agreement or to inquire about a blocked account, call SCEA Consumer Services at 
1-800-345-7669. SCEA has no liability for any violation of this Agreement by you or by any 
other player. 


7. INTELLECTUAL PROPERTY RIGHTS. All title and intellectual property rights in and to the 
content of this software is the property of the content owner(s) and may be protected by appli- 
cable copyright and other intellectual property laws and treaties. This Agreement grants you no 
ownership rights in such content. All rights not expressly granted are reserved by SCEA. 


8. WARRANTY/DISCLAIMER. SCEA WARRANTS TO THE ORIGINAL PURCHASER OF 
THE GAME DISC THAT THE DISC IS FREE FROM DEFECTS IN MATERIALS AND WORK- 
MANSHIP FOR A PERIOD OF NINETY (90) DAYS FROM THE DATE OF PURCHASE. SEE 
GAME MANUAL FOR LIMITED WARRANTY DETAILS. EXCEPT AS PROVIDED HEREIN, 
THE GAME DISC, SOFTWARE AND ALL RELATED SERVICES ARE PROVIDED "AS IS" 
AND, TO THE MAXIMUM EXTENT PROVIDED UNDER LAW, SCEA DISCLAIMS ALL 
WARRANTIES OF ANY KIND, WHETHER EXPRESS OR IMPLIED, INCLUDING BUT NOT 
LIMITED TO ANY WARRANTIES OF MERCHANTABILITY OR FITNESS FOR A PARTICU- 
LAR PURPOSE. Without limiting the foregoing, SCEA does not promise that that this 
software will work properly with any network adaptor, modem, memory card or other 
peripheral device that has not been licensed by SCEI or SCEA. To insure compatibility 
use only PlayStation® or PlayStation® licensed products. Additionally, SCEA does not 
guarantee that you will be able to play this game at any time you want. From time to 
time, there may be problems related to access, delay and failure to perform that are 
beyond the immediate and reasonable control of SCEA. In the event of a dispute 
regarding the online functionality of this software (except with regard to the operation of 
“DNAS” explained in paragraph 3 above), you agree that the sole liability of SCEA and 
its affiliated companies will be limited to repair or replacement of the game software at 
SCEA's option. SCEA may, at its sole discretion, discontinue hosting of the game serv- 
er at any time. SCEA has no liability for such discontinuance. 


9. MODIFICATION. SCEA at its sole discretion may modify the terms of this Agreement at any 
time. You are responsible for reviewing the terms of this Agreement each time you login to play. 
By accepting this Agreement and by playing the game online, you agree to be bound by all 
current terms of the Agreement. To print out a current copy of this Agreement using your com- 
puter, go to HYPERLINK "http://www.us.playstation.com/support/useragreements" 
www.us.playstation.com/support/useragreements. 
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10. GOVERNING LAW. This Agreement shall be construed and interpreted in accordance with 
the laws of the State of California applying to contracts fully executed and performed within the 
State of California. Both parties submit to personal jurisdiction in California and further agree 
that any dispute arising from or relating to this Agreement shall be brought in a court within 
San Mateo County, California. 


11. ENFORCEABILITY. If any provision of this Agreement shall be held invalid or unenforce- 
able, in whole or in part, such provision shall be modified to the minimum extent necessary to 
make it valid and enforceable, and the validity and enforceability of all other provisions of this 
Agreement shall not be affected thereby. 


12. ENTIRE AGREEMENT. This Agreement constitutes the entire agreement between the par- 
ties hereto related to the subject matter hereof and supercedes all prior oral and written and all 
contemporaneous oral negotiations, commitments and understandings of the parties, all of 

which are merged herein. 
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LIMITED WARRANTY 


Sony Computer Entertainment America (SCEA) warrants to the original purchaser of this SCEA 
product that this software is free from defects in material and workmanship for a period of 
ninety (90) days from the original date of purchase. SCEA agrees for a period of ninety (90) 
days either repair or replace, at its option, the SCEA product. You must call 1-800-345-SONY 
(7669) to receive instructions to obtain repair/replacement services. 


This warranty shall not be applicable and shall be void if the defect in the SCEA product has 
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRANTY IS IN LIEU 
OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF ANY 
NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY IMPLIED WARRANTIES 
APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL SCEA BE LIABLE FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR 
MALFUNCTION OF THE SCEA SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of consequential damages, so the above limitations and/or exclusions 
of liability may not apply to you. This warranty gives you specific legal rights, and you may also 
have other rights which vary from state to state. 


This software uses "DNAS" (Dynamic Network Authentication System), a proprietary 
authentication system created by Sony Computer Entertainment Inc., to provide security and to 
help protect copyrighted content. The unauthorized transfer, exhibition, export, import or 
transmission of programs and devices circumventing its authentication scheme may be 
prohibited by law. For additional information see www.us.playstation.com/DNAS. 


RSA BSAFE® SSL-C and Crypto-C software from RSA security Inc. have been installed. RSA 
is a registered trademark of RSA Security Inc. BSAFE is a registered trademark of RSA Security 
Inc. in the United States and other countries. RSA Security Inc. All rights reserved. 


Www. 989spoerts.com WWWw.us.playstation.com 
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* More than 18,000 Players from Over * Build a Dynasty while Buying and Selling 

900 International and Club Teams Players in the Dynamic Transfer Market 
* 23 National Leagues and 32 Divisions * Exhibition, Season, Career, International 
* Commentary in English and Spanish and Challenge Modes 


NE 
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World Tour Soccer © 2004 Sony Computer Entertainment Europe. 989 and the 989 Sports logo are registered trademarks of Sony Computer 

Entertainment America Inc. The names and brands of FIFPRO and its Member Associations are trademarks of FIFPRO and/or its player associations. 


“FIFPRO” is a trademark of the International Association of Football Players Unions 


